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LEY Ss GET TO KNOW 


We're working hard to design the kind of computer software you 
want, and we’d love to hear your comments. Drop us a note. We'll 
put you on our special mailing list. For a recorded message about 
our newest computer software, call 800 633-4263 any time. If you 
have questions about using one of our products, call Consumer 
Relations between 9:30 a.m. and 5:00 p.m. Pacific time, Monday 
through Friday: 


(in California) 415 940-6044/5 
(from outside California) 800 227-9759 
Write to: 


Consumer Relations 
Activision, Inc. 
P.O. Box 7287 
Mountain View, CA 94039 


© 1986 Activision, Inc. All rights reserved. 

GameMaker, The EOE ES (Fame Design 1 Ki it, and The Designer’s Library are trademarks of 
Activision, Inc. |. es 

Commodore is a registered trademark and Commodore 64 and 128 are trademarks of Commodore 
Electronics, Ltd. : : 


a is a registered trademark of Apple Computer, Ine. 


Creating lively computer sports games with Garry Kitchen’s 
GameMaker: The Computer Game Design Kit is now easier than 
ever. The GameMaker Designer’s Library: Sports provides you 
with a wide variety of ready-made sports scenes, sprites, sounds, 
and music that streamline the process of designing and construct- 
ing your own computer sports games. 


You use the Designer’s Library with your GameMaker Design Kit 
disk. This guide reviews the steps required to load GameMaker 
and its various modules (SceneMaker, SpriteMaker, Sound- 
Maker, and MusicMaker) and describes how to load, view, save, 
and use the various game elements in the Designer’s Library 
while you’re creating games with GameMaker. 


At the end of the guide you'll find a complete list of all the game 
elements included on the GameMaker Designer’s Library disk. 
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Loading GameMaker 

With Apple IT series computers, insert the GameMaker disk in 
your disk drive and turn on the drive. Then turn on your 
computer. 


With Commodore 64 and 128 computers: 


1. Turn on your disk drive and computer. (If you have a Commo- 
dore 128, hold down the (e4 key while turning on the com- 
puter to put it in the 64 mode; otherwise, after turning it on 
type GOG4 and press RETURN, then type Y and press 
RETURN.) 


2. Insert the GameMaker disk in the disk drive, label side up. 


3. When the word READY appears, type LOAD “’,8,1 and 
press RETURN. 


When the program has loaded into your computer, you'll see the 
GameMaker title screen. Press the joystick button, and the 
GameMaker Editor screen will appear. 


Apple users: Whenever this guide instructs you to press the 
joystick button, use the lower left button on your joystick. 


If you’re using GameMaker with the keyboard only: Whenever 
this guide instructs you to press the joystick button, press the 
spacebar. 


It’s important to save all the scenes, sprites, sounds, and music 
you want to use on the disk that contains your game program. If 
your game program calls for an element not contained on the 
game disk, you'll get a File not found error message when you 
try to run the game. 


Each of the following sections of this guide includes instructions 
for saving sports game elements on your own disks. 


When you modify the game elements from the library disk using 
the many tools available in GameMaker, you may want to save 
the modified scenes, sprites, and so forth on your own library 
disks for later use. You may use any initialized data disk to save 
your scenes, sprites, and so forth; simply follow the instructions 
in this guide for saving game elements on a game program disk, 
using an initialized data disk to store your library of customized 
game elements. 


You cannot save modified game elements on your Designer's 
Library disk. 


SceneMaker 

The GameMaker Designer’s Library: Sports disk contains a vari- 
ety of sports background scenes, from a baseball diamond to a 
downhill ski run. You can use these scenes just as they are or 
modify them in any way you like—for example, to resemble your 
hometown stadium or favorite golf course. 


Loading SceneMaker 
1. Make sure that the GameMaker program disk is inserted, 
label side up, in your disk drive. 


2. Select the menu command. The GameMaker Main Menu will 
appear. 


3. Select SceneMaker from the GameMaker Main Menu. 


After SceneMaker finishes loading, you'll see the SceneMaker 
screen. 


Loading a Scene From the Sports Library 


1. Remove the GameMaker program disk from your disk drive 
and insert the Designer’s Library disk, label side up. 


2. Select the file command. 
3. Select the load command. 


4, When the catalog of scene files has loaded, push the joystick 
forward to view the list of sports scenes available. (Keyboard 
users: press the up arrow key or press I.) When the name of 
the scene you want to use appears, press the joystick button. 


5. Select yes to confirm your choice. 


When the scene finishes loading, you'll see the bottom half of the 
scene on your screen. The SceneMaker commands, drawing 
modes, and paintbox occupy the top half of the screen. 


Now you may use any of the functions of SceneMaker to modify 
and work with the scene. For complete instructions see your 
GameMaker Design Kit user’s guide. 


Saving a Sports Scene on a Game Disk 


If you’re creating a game on a separate disk (see the make-a- 
disk command in your GameMaker Design Kit user’s guide) and 
wish to use one of the sports scenes in your game, load the de- 
sired scene from the Designer’s Library disk as described above. 
Then follow these steps: 


1. Remove the Designer’s Library disk from your disk drive and 
insert the disk containing your game program. 


. Select the file command. 
. Select the save command. The name of the scene will appear. 


. Press the joystick button. (Keyboard users: press RETURN.) 
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. Confirm your choice by selecting yes. The scene will be saved 
on your game disk. 


NOTE: It’s important to save all the scenes, sprites, sounds, and 

music you want to use on the disk that contains your game pro- 

gram. If your game program calls for an element not contained 

on the game disk, you'll get a File not found error message 
when you try to run the game. 


Exiting SceneMaker 


NOTE: If you’ve made any modifications to a sports scene while 
using SceneMaker, you must save the modified scene on a sepa- 
rate disk or you'll lose your work when you exit SceneMaker. You 
cannot save scenes on the Designer’s Library disk. 


1. Select the quit command. 


2. Select yes to confirm your choice. The GameMaker Editor will 
appear. 
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SpriteMaker 


The Designer’s Library: Sports disk contains a variety of sports 
action figures in many poses and game circumstances. 
Loading SpriteMaker 


1. Make sure the GameMaker program disk is inserted, label 
side up, in your disk drive. 


2. Select the menu command to access the GarneMaker 
Main Menu. 


3. Select SpriteMaker from the GameMaker Main Menu. 


When the SpriteMaker finishes loading into your computer, 
you'll see the SpriteMaker screen. 


Loading Sports Sprites 


1. Remove the GameMaker program disk from your disk drive 
and insert the Designer’s Library disk. 


2. Select the file command. 


3. Select the load command. When the catalog is finished load- 
ing, the message load basbat? will appear. 


4. Push the joystick forward to view the list of sprites available. 
(Keyboard users: press I or the up arrow key.) A complete 
list of the sports sprites can be found on pages 17-19. 


5. When the name of the desired sprite appears, press the joy- 
stick button. 


6. Select yes to confirm your choice. 


After the sprite loads, you’ll see it on your screen. You'll notice 
that the sprite appears both on the sprite drawing board and in 
the sprite positioning area. You can modify your sports sprite on 
the sprite drawing board. The sprite positioning area shows what 
the entire sprite will look like when it appears in a program. 


Refer to your GameMaker Design Kit user’s guide for complete 
instructions on using all the SpriteMaker commands. 


Saving a Sports Sprite on a Game Disk 


If you want to use one of the sprites from the Designer’s Library 
in a game you're creating, you'll need to save the sprite on the 
disk that contains your game program. To do so, load the desired 
sprite as described above. Then follow these steps: 


1. Insert the disk containing your game program in the disk 
drive. | 


2. Select the file command. 
3. Select save. The name of the sprite will appear. 


4. Press the joystick button to accept the name or, if you want to 
give the sprite a different name, type in the name from the 
keyboard, then press the joystick button. (Keyboard users: 
press RETURN). 


5. Confirm that you want to save the sprite by selecting yes. 
Exiting SpriteMaker 
1. Select quit from the SpriteMaker commands. 


' 2. Confirm that you want to quit by selecting yes. The Game- 
Maker Editor will appear. 
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A wide variety of sounds are available on the sports library disk 
to help you add realism and excitement to your computer sports 
games. Experiment with the “swoosh” of a golf swing, the ring of 
the boxing bell, and other customized sound effects to add excite- 
ment to your games. 


Loading SoundMaker 


1. Make sure the GameMaker disk is inserted, label side up, in 
your disk drive. 


2. Select the menu command to access the GameMaker Main 
Menu. 


3. Select Soundmaker from the GameMaker Main Menu. 


When SoundMaker finishes eee into your computer, you'll 
see the SoundMaker screen. 


Loading Sports Sounds 


1. Remove the GameMaker program disk from your disk drive 
and insert the Designer’s Library disk, label side up if you’re 
using a Commodore computer and label side down if you’re 
using an Apple computer. 


2. Select the load command. (if you’re using a Commodore com- 
puter, select the file command, then select load.) When the 
catalog has finished loading, the message load archit will 
appear. 


3. Push the joystick forward to view the list of sounds available. 
(Keyboard users: press I or the up arrow key.) A complete 
list of the sports sounds can be found on pages 18-19. 


4. When the name of the desired sound appears, press the joy- 
stick button. 


5. Select yes to confirm your choice. 


6. After the sound loads into your computer, select the hear 
command to listen to the sound. (Apple users: select the hear 
sound command.) 


mi 


Once you’ve loaded a sound, you can use all the SoundMaker 
commands, knobs, and sliders to work with it. Refer to your 
GameMaker Design Kit user’s guide for complete instructions on 
using Sound Maker. 


Saving a Sports Sound on a Game Disk 


if you want to use one of the sounds from the Sports Library in a 
game you're creating, you'll need to save the sound on the disk 
that contains your game program. To do so, load the desired 
sound as described above. Then follow these steps: 


1. Insert the disk that contains your game program into the disk 
drive. 


2. Select the save command. (If the save command is not dis- 
played as a command option, select the file command, then se- 
lect save.) 


3. The name of the sound will appear. Press the joystick button 
to accept this name or type in another name to rename the 
sound, then press the joystick button. (Keyboard users: press 
RETURN.) 


-4, Confirm that you want to save the sound by selecting yes. 


Exiting SoundMaker 


1. Select quit from the SoundMaker command menu. 


2. Confirm that you want to quit by selecting yes. The Game- 
Maker Editor screen will appear. 
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The Designer’s Library: Sports disk includes several songs and 
cheers that will enrich your sports games. As an introduction toa 
game, a fanfare, or simply added excitement, such music can en- 
hance your creations and save you hours of game-designing time. 
Use them as they exist on the Designer’s Library disk, or modify 
them to suit your particular needs and style. 


Loading MusicMaker 


1. Make sure that the GameMaker program disk is inserted, 
label side up, in your disk drive. 


2. Select the menu command to access the GameMaker Main 
Menu. 


3. Select MusicMaker from the GameMaker Main Menu. 

When MusicMaker finishes loading into your computer, you'll see 
the MusicMaker screen. 

Loading Sports Music 


1. Remove the GameMaker program disk from your disk drive 
and insert the Designer’s Library disk, label side up if you’re 
using a Commodore computer and label side down if you’re 
using an Apple computer. 


2. Select the file command. 


3. Select the load command. When the catalog has finished 
loading, the message load charge? will appear. 


4. Push the joystick forward to view the list of songs available. 
(Keyboard users: press I or the up arrow key.) A complete 
list of the songs available can be found on page 19. 


5. When the name of the desired song appears, press the joystick 
button. 


6. Select yes to confirm your choice. 


7. After the song has loaded into your computer, select the play 
command to listen to the music. 
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Once you’ve loaded a song, you may use all the MusicMaker com- 
mands, the scrolling arrows, and the channel and instrument 
selectors to work with and modify the song. Refer to your 
GameMaker Design Kit user’s guide for complete instructions on 
using MusicMaker. 


Saving Sports Music on a Game Disk 


if you want to use any of the music from the Designer’s Library 
in a game you're creating, you'll need to save the music on the 
disk that contains your game program. To do so, load the desired 
song as described above, modify it if you like, and follow these 
steps: 


1. Insert the disk containing your game program in the disk 
drive. 


2. Select the save command. (If the save command is not dis- 
played as a command option, select the file command, then se- 
lect save.) The name of the song will appear. 


3. Press the joystick button to accept the name or type in an- 
other name to rename the song, then press the joystick button. 
(Keyboard users: press RETURN.) 


4, Confirm that you want to save the song by selecting yes. 


Exiting MusicMaker 
1. Select quit from the MusicMaker command menu. 


2. Confirm that you want to quit by selecting yes. The Game- 
Maker Editor screen will appear. 
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The GameMaker Editor screen appears when you first load 
GameMaker and whenever you select Editor from the Game- 
Maker Main Menu. This screen includes the master commands, a 
message line, your program listing, and the command window. 
Refer to your GameMaker Design Kit user’s guide for complete 
instructions on using the Editor. 


Using the Designer’s Library Disk 
While Programming 


The GameMaker Design Kit accesses the disk in the drive to load 
the catalog of available scenes, sprites, sounds, or music when 
you use any of the following commands: 


scene | is 
sprite I is 
sound is 
song is 


So it’s important to make sure that the disk in the drive contains 
the scene, sprite, sound, or song that you want to include in your 
game. 


By saving all the game elements (scenes, sprites, sounds, and 
music) that you want to include in your game on the disk con- 
taining your game program, you'll save yourself a lot of disk 
swapping. Otherwise, you'll have to remove the disk in the drive 
and insert your Designer’s Library disk before selecting any of 
the commands listed above. _ 


NOTE to Apple users: Sports scenes and sprites are located on 
the label side of your Designer’s Library disk; sounds and music 
are located on the other side. 


As an example, here’s how to load the scene archry from the 
Designer’s Library, so that you can work with it using the 
GameMaker Editor and/or save it on a game disk: 


Once the Designer’s Library disk is inserted in the disk drive, 
select scene lis. — 


The command scene 1 is will appear in the programming area. 
Press the joystick button to accept the number 1; or change the 
number to the appropriate scene number by pushing the joystick 
forward, then press the button. _ 
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The message loading catalog will appear. When the catalog of 
scenes from the Designer’s Library disk have loaded into the com- 
puter, the first scene name (archry) will appear. Push the joy- 
stick forward to view the list of scenes available. When the name 
of the scene you want to use in your program appears, press the 
joystick button. 


While the scene is being loaded, the message loading archry/ 
pic will appear. | 


Once the scene is loaded, you can remove the Designer’s Library 
disk and insert your GameMaker Design Kit program disk or 
your own game disk. If you run the program now, you'll be able 
to work with the scene because it’s currently in your computer's 
memory. However, if you exit the Editor screen without first sav- 
ing the scene on the disk containing your own game program, the 
scene will not appear when you try to run the game program 
again. So be sure to save all the necessary game elements on the 
disk that contains your game program 


16 


bsktbl 
bxing 
bxing2 
decath 
ftball 
ftgoal 
golf 
hockey 
pool 
retrki 
retrk2 
skeet 
skiing 
tennis 


Sprites 


basbat 
basfld 
baspit 
basrun 
bkback 
bkfront 
bkhoop 
bkrunb 
bkrunf 
bkruns 
bkshtb 
bkshts 
bkside 
bowl 
bow2 
bxblk 
bxbob 


archery range 

baseball diamond with crowd 
basketball court 

boxing ring with crowd 

boxing ring with excited crowd 
decathlon field and track 
football field 

football field with goal line 
golf driving range 

hockey court 

billiard table 

racetrack 

racetrack with crowd 

grass field with trees and water 
snow-covered ski run 

tennis court 


baseball batter 

baseball fielder 

baseball pitcher 

baseball runner 

basketball player back view 
basketball player front view 
basketball hoop 

basketball player running back view 
basketball player running front view 
basketball player running side view 
basketball player shooting back view 
basketball player shooting side view 
basketball player side view 

archery bow shooting arrow 

arrow 

boxer blocking 

boxer bobbing 
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bxhit 
bxout 
bxpunch 
dart 
dcejav 
dcjavth 
dernnr 
dceshtp 
fball 
ftblbk 
ftblfd 
ftblkk 
ftblpl 
ftblqb 
ftblsd 
golfbl 
golfer 
hocman 
hocswg 
poolbl 
poolq 
rcbush 
_ recar 
rcflag 
rcoil 
site 
skeet 
skeetx 
skier 
skiflg 
skimegl 
skitre 
tnball 
tnplyr 
tnswng 


Sounds 


archit 
arcsht 
bberwd 
bbctch 
bbhit 
bbslid 


boxer hitting 

boxer knocked out 

boxer punching 

dart 

javelin 

javelin thrower 
decathlon runner 
decathlon shot put 
football 

football player back view 
football player front view 
football kicker 

football player 

football quarterback 
football player side view 
golfball 

golfer swinging golf club 
hockey player 

hockey player swinging 
pool ball 

pool cue 

bush 

race car 

race flag 

oil slick 

target that explodes 
clay pigeon 

exploding clay pigeon 
skier 

ski flag 

ski mogul 

tree 

tennis ball 

tennis player 

tennis player swinging 


archery hit 
archery shoot 
baseball crowd 
baseball catch 
baseball hit 
baseball slide 
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bkbuzz 
bkdrib 
bkswsh 
bxbell 
bxfall 
bxpunch 
decdrp 
decrun 
drtfly 
drthit 
fokick 
fowhis 
giswng 
hoccat 
hochit 
hocwal 
poolbl 
poolcu 
poolpk 
poolg 
rebrak 
recrsh 
rchorn 
rcidle 
rcpass 
rerev 
skicra 
skistr 
skthit 
sktsht 
tnball 
tnswng 


Music 


charge 
cheer 
games 
gone 


play 


basketball buzzer 
basketball dribble 
basketball swish 
boxing bell 

boxer fall 

boxer punch 

shot put dropping to the ground 
decathlete running 
dart flying through air 
dart hitting dartboard 
football kick 

football whistle 

golf swing 

puck hitting hockey stick 
hockey stick hitting puck 
hockey wall 

pool ball 

ball hitting ball 

ball dropping in pocket 
cue stick hitting ball 
race car brake 

race car crash 

race car horn 

race car idle 

race car passing 

race car revving 

ski crash 

downhill skiing 

skeet hit 

skeet shot 

tennis ball bounce 
tennis racquet swing 


“Charge” cheer 


Olympic Games music 
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